ULTIMATE EXPLODING DICE 


elcome to my implementation of exploding 
dice into SRD5. Whenever the highest value 
on a die is rolled it explodes. The exploded die 
is rolled again and can explode again being 
added to the sum each time. All dice including 
the d20 explode as part of these rules. 


TYPICAL USE OF EXPLODING DICE 


Most homebrew uses of exploding dice allow you to explode 
your damage dice. This typically gives you the chance of 
exploding 1 or 2 dice unless you are rolling sneak attack, a 
high damage spell, or other special attack with lots of damage 
dice. 


HOW TO ROLL MORE DICE 


I have lots of dice and I much prefer rolling them to adding 
bonuses. The following charts show how to use dice in place 
of bonuses. Whenever you would add the listed bonus you 
instead add the corresponding die to your roll. 


PROFICIENCY BONUS 


Level Bonus Die 
1-4 2 1d4 
5-8 3 1d6 
9-12 4 1d8 
13-16 5 1d10 
17-20 6 1d12 


ABILITY MODIFIER 


Ability Score Modifier Die 
6-7 -2 -1d6 
8-9 -1 -1d4 

10-11 O None 
12-13 1 1d4 
14-15 2 1d6 
16-17 3 1d8 
18-19 4 1d10 
20-21 5 1d12 
22-23 6 2d6 
24-25 7 3d4 
26-27 8 2d8 
28-29 9 3d6 
30 10 3d8 


a ee 


CRAzY DICE 


Alternately you might just allow players to roll 1d4 
for each +1 they would have and prepare for chaos. 


ROLLING OVE 50 


Whenever you roll over 50 on an attack roll, skill check, or 
saving through, it should be treated as an exceptional 
success. The GM decides how to treat an exceptional success 
in their game. The following are some ideals for handling an 
exceptional success. 


ATTACK ROLLS 


If a player reaches a total of 50 without rolling a critical hit 
the GM might allow them to roll critical hit damage anyways. 


If the player reaches 50 with a crit the GM might allow them 
to treat their first damage roll as max and then start rolling 
damage. 


The GM might allow the player to attempt a combat 
maneuver as part of the same attack. 


SAVING THROWS 


If the save is against an effect like stun or fear the GM might 
make the player immune to that effect or give them advantage 
on that saving throw for 24 hours. 


If the save is for half damage the GM might instead allow the 
player to take no damage. 


IF it is a death saving throw the GM might let the player 
return to half hit points or be immune to damage for 1 round. 


SKILL CHECKS 


An exceptional success on a skill check will be tied to the 
situation. The player might tell the GM what they would like 
to do when they roll an exceptional succes sor the GM might 
tell what happens or give them a few options. 


A player with an exceptional success on a climb check might 
move twice their speed. 


A player with an exceptional success on an arcana check to 
identify a magical item might learm the full history of the 
item. 


A performance or persuasion check might charm the target 
on an exceptional success. 
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